

















Gil sila erin lO govaded vin... 

Welcome to another issue of Hall of Fire* In 
this issue we have a wonderful article on the 
Great Eagles, including stats on several of them, 
for those who wish to incorporate them into 
their campaign* There is also a minor ring that 
could aid, and potentially hinder, a hunter in 
Middle-earth* Lastly there is a letter from the 
editors regarding the future of Hall of Fire* We 
encourage everyone to read it* 

On a non-gaming related note, the Saul Zaentz 
Company is currently trying to trademark the 
word Shire* This is the most recent act that 
they have preformed that could have far- 
reaching repercussions for all fans of Middle- 
earth* We encourage everyone to visit http:// 
savetheshire*com to learn about what fans are 
doing to try and stop this* 

Farad vaer* 

Micah A* Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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FOLLOW US ON TWITTER: http://twitter*com/halloffire 
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This is an unofficial fan webzine created for players of Role Playing Games (RPGs) set in the world of Middle-earth created by J.R.R. Tolkien. There 
is no affiliation between the authors of this webzine and Tolkien Enterprises, or any other related corporation. All material is either direct from 
Tolkien sources, the owner of a particular Middle-earth based RPG, opinion, or has been created for the said purpose of roleplaying in the world of 
Middle-earth. 

All pictures and graphics, unless otherwise cited, were obtained from New Line Cinema, fan contributions, or from sources on the Internet. No claim 
of ownership is made through their use here. These images are used with no permission unless otherwise stated. 


THIS DOCUMENT IS NOT FOR RETAIL SALE AND INDIVIDUALS MAY PHOTOCOPY AND PRINT FOR THEIR PERSONAL USE. 

























LETTER FROM THE EDITORS 

Nine years ago the Hall of Fire published its first issue. It was intended to be and 
has remained a resource for fans of Decipher’s The Lord of the Rings RPG. This 
commitment has never been easy. It became even more difficult about six years 
ago when Decipher stop publishing The Lord of the Rings RPG. For the five 
years following that, the only new content and rules for games based in Middle- 
earth has come from the fans. 

Starting last year, Cubicle-7 started publishing The One Ring RPG. The release 
of this new system marks a new chapter in the history of Middle-earth based 
RPGs. It also marks a new chapter for Hall of Fire. As of now, we are planning 
on officially accepting submissions related directly to The One Ring RPG. This 
should not be seen as a change in focus, but rather an expansion of focus. We 
fully intend to continue publishing articles related to The Lord of the Rings 
RPG; at the same time we want to welcome anyone that is playing the new 
system to join us. 

This new focus is not just limited to the two most recent official games. We 
would also like to welcome submissions that pertain to either of the systems 
release by Iron Crown. In addition to that, we are hoping that people will 
submit articles that would help mold other systems into a shape that would be 
more conducive for people to run a Lord of the Rings base campaign. 

At this time we do not have the resources to verify the mechanics details in all of 
these system. To that end, we would like anyone who has a familiarity with any 
or all of these system, and would be willing to help, to contact us. Our goal is to 
have at least one or two Mechanics Editors for each system. As we get an article 
in for a particular system, we will pass it along to a Mechanics Editor to verify 
that everything seems to be written correctly. 
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Featured Creatures 

Deus Ex Machina...The Great Eagles 

by Daniel Myers 


Great Eagles don’t get any respect! In The Hobbit and Lord of the Rings, Great Eagles are treated like the 
fighter jets. However, in game terms, they are often treated as nothing more than giant eagles. This is a shame 
because Great Eagles are more than just super-size birds, they are servants of the Valar. It is no coincidence 
they function as the deus ex machina in numerous legends and stories of Middle Earth. There is something 
potent and magical about the Great Eagles, which is not translated in role-playing stats. This article is an 
attempt to rectify this issue and describe the inherent powers of the Great Eagles. This article will also attempt 
to catalog all the named Great Eagles mentioned in MERP modules, Decipher’s Lord of the Rings series, and 
other reputable fan publications such as Other Hands. 

Guidelines 

Great Eagles appear as... well, like their name suggests, eagles, albeit on a very large scale. Like people, they 
appear in many different forms. Some might look similar in physique and appearance to a Golden Eagle, others 
like a Philippine Eagle, and still others like the Imperial Eagle.# Great Eagles are majestic, fearless, and 
powerful creatures, thought to be of divine creation. In the Eldar days, they were the eyes and messengers of 
the Valar. Because of their close association with the Valar, they possess powers unlike any bird. They are 
capable of speech and speak their own language, Eryr-aryth. They are large enough to carry an individual. The 
list below categorizes their awesome powers/abilities of a typical Great Eagle. 


Gift of Manwe 

Great Eagles are blessed by their close association 
with the Valar, particularly with Manwe and 
Yavanna. As such, Great Eagles are highly resistant 
to spells and enchantment. Only the very powerful 
can overcome a Great Eagle’s innate magical 
resistance. Therefore, treat Great Eagles as immune 
to all spells. 

OBSERVE 

Great Eagles’ vision is amazing. Their retinas 
contain rich density of color receptors to give them 
extremely accurate sense of color discrimination 
with little loss of accuracy and clarity either through 
distance or darkness. A Great Eagle can spot a 
rabbit on a moonlit night hovering one mile up. In 
addition to their superb vision, Great Eagles, like 
most raptors, have great peripheral vision. Their 
large eyes can point forward and sideways, allowing 
an unusual degree of peripheral vision. Due to their 
awesome vision, they receive a +12 to perception 
rolls when gathering information. 


Valor 

Great Eagles are fearless and ferocious in battle. As 
such, they have no fear. They are immune to all 
Fear attacks. 

Great Dive 

Great Eagles are extremely swift, and can dive upon 
their quarry at speeds of more than 200 miles (+321 
kilometers) per hour. Because of their high velocity, 
they strike with an additional +3 to their Talon 
Attack when diving. At the same time, the impact 
is such that any dive resulting in a critical hit results 
in an additional attack of a +6 Bash Attack. 

Sweep & Drop 

Great Eagles tend to sweep their foes off their feet 
carrying them high in the air only to drop them to 
their deaths. 

Speech 

Great Eagles can speak Sindarin and some prevalent 
Mannish tongue(s) (e.g., Westron). Some 
particularly scholarly Eagles have mastered dozens of 
languages. They speak their own language, Eryr- 
aryth. 
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Below are the Great Eagles mentioned in the various publications of MERP and Decipher but were not 
mentioned in Creatures of Middle-Earth. Some of the Great Eagles listed have additional powers or abilities. 
They are noted below in the individual entries. The Great Eagle's stats were taken from the publication and 
are in MERP format. Wherever there were gaps, assumptions, common sense or pure imagination were used to 
fill in the gaps. If something does not look right or you feel that a Great Eagle should have additional powers, 
by all means change it to best suit your world of Middle-Earth. 


Note that the pictures and drawings found within this document are taken from Decipher's or MERP's 
publications and were taken without permission. These pictures and drawings are the property of Decipher and 
Iron Crown Enterprise. 


Great Eagles 

Meneldor 

PUBLICATION: ICE’s Middle Earth Collectible 
Card Game (MECCG) & Lord of the Rings 
HOME: Misty Mountains 

Additional Powers 
Greater Dive 

Meneldor is accounted as being swift. So swift that 
Meneldor reaches his quarry at speeds in excess of 
250 miles (+402 kilometers) per hour when diving. 
Because of this, Meneldor strikes with an additional 
+6 to their Talon Attack when diving. At the same 
time the impact is such that any dive resulting in a 
critical hit results in an additional attack of a +12 to 
Bash Attack. 

Great Lore 

Meneldor has obtained great knowledge through the 
hundreds of years of existence. He is able to provide 
any tidbit lore as if he was an expert in the area 
(treat as +2 to all lore). 

Notes: Appears as a Golden Eagle with a wingspan 
of 45b 

Attributes: 

Bearing 12, Nimble 11 ( + 2), Perception 12 (+3), 
Strength 14 (+2), Vitality 14 ( + 1), Wits 11 (+2) 

Reactions: 

Stamina +5, Swiftness +6, 

Willpower +8, Wisdom +5 

Defense: 14 
Movement Rate: 18 
Skills: 

Armed Combat: Natural Weapons (Beak, Talons 
+ 13), Languages Numerous, Eagle Lore +8, Observe 


(Spot) +12, Intimidate (Fear) +7, Survival 
(Mountains) +6 

Edges: 

Night-eyed 2, Indomitable, Hardy 

Flaws: 

Hatred (goblins, dragons) 

Special Abilities: 

Flight (12 yards), Natural Weapons (talons ld8), 
(beak, ld8), Mount, Gift of Manwe (magical 
resistance), Greater Dive, Valor, Sweep & Drop, 
Speech, Buffet of Air, Great Lore 
SIZE: Huge (8 Wound levels, 3 Healthy) 

Health: 20 
TN Equivalent: 20 

Dwaithohir 

Publication: MERP’s Dunland 

HOME: Dunland and Southern Misty Mountains 

Additional Powers: 

Buffet of Air 

Dwaithohir can stir the air within a range of 30', 
creating the equivalent of a nor'easter gale (treat as 
+2 Airbolt attack). 

Notes: Appears as a Golden Eagle with a 30’ 
wingspan 

Attributes: 

Bearing 9, Nimble 13 (+2), Perception 12 (+3), 
Strength 12 ( + 1), Vitality 15 ( + 1), Wits 10 (+2) 
Reactions: 

Stamina +4, Swiftness +3, 

Willpower +9, Wisdom +3 
Defense: 13 
Movement Rate: 18 
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Skills: 

Armed Combat: Natural Weapons (Beak, Talons 
+ 10), Languages Numerous, Eagle Lore +6, Observe 
(Spot) +12, Intimidate (Fear) +4, Survival 
(Mountains) +6 

Edges: 

Night-eyed 2, Indomitable, Hardy 

Flaws: 

Hatred (goblins, dragons) 

Special Abilities: 

Flight (12 yards), Natural Weapons (talons ld6), 
(beak, ld6), Mount, Gift of Manwe (magical 
resistance), Great Dive, Valor, Sweep & Drop, 
Speech, Buffet of Air 
SIZE: Large (6 Wound levels, 2 Healthy) 

Health: 15 
TN Equivalent: 15 


Norantir 

Publication: MERP Dunland 
HOME: Dunland 

Additional Powers: 

Great Vision 

Norantir vision 
is exceptional, 
even among 
Great Eagles. 

Norantir is 
able to see in ~ 
the shadow world 
as if it was bright as 
day. Norantir also can 
see through illusions and see invisible objects. This 
ability can only be attempted once per day. Due to 
this awesome vision, Norantir receive a +13 to 
perception rolls when gathering information. It also 
makes ambushing the Great Eagle nearly impossible. 

Buffet of Air 



Great Eagles can stir the air within a range of 30', 
creating the equivalent of a nor'easter gale (treat as 
+2 Airbolt attack). 

NOTES: Appears as a bluish-black Imperial Eagle 
with a 30’ wingspan. 

Attributes: 


Bearing 12, Nimble 11 (+2), Perception 12 (+5), 
Strength 14 (+2), Vitality 15 ( + 1), Wits 11 (+2) 
Reactions: 

Stamina +5, Swiftness +4, 

Willpower +8, Wisdom +5 

Defense: 14 
Movement Rate: 18 
Skills: 

Armed Combat: Natural Weapons (Beak, Talons 
+ 10), Languages Numerous, Eagle Lore +7, Observe 
(Spot) +14, Intimidate (Fear) +4, Survival 
(Mountains) +6 

Edges: 

Night-eyed 2, Indomitable, Hardy 

Flaws: 

Hatred (goblins, dragons) 

Special Abilities: 

Flight (12 yards), Natural Weapons (talons ld6), 
(beak, ld6), Mount, Gift of Manwe (magical 
resistance), Great Dive, Valor, Sweep & Drop, 
Speech, Great Vision, Buffet of Air 
SIZE: Large (6 Wound levels, 2 Healthy) 

Health: 18 
TN Equivalent: 18 


Arthortur 



Publication: 

MERP Rouges of 
the Borderlands 
HOME: Blue 
Mountains 

Additional 
Powers 
Buffet of Air 

Great Eagles can 
stir the air within 
a range of 30', 
creating the equivalent 
of a nor'easter gale (treat 
as +4 Airbolt attack). 


Great Lore 


Arthortur, through the hundreds of years of 
existence and monitoring the area, is able to provide 
any tidbit lore as if he was an expert in the area 
(treat as +2 to all lore). 
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Notes: Appears as a white and brown Bonelli’s Eagle 
with a 46’ wingspan. 

Attributes: 

Bearing 12, Nimble 11 (+2), Perception 12 (+3), 
Strength 14 (+2), Vitality 14 ( + 1), Wits 11 (+2) 

Reactions: 

Stamina +5, Swiftness +4, Willpower +8, Wisdom 
+5 

Defense: 14 
Movement Rate: 18 
Skills: 

Armed Combat: Natural Weapons (Beak, Talons 
+ 12), Languages Numerous, Eagle Lore +7, Observe 
(Spot) +12, Intimidate (Fear) +6, Survival 
(Mountains) +6 

Edges: 

Night-eyed 2, Indomitable, Hardy 

Flaws: 

Hatred (goblins, dragons) 

Special Abilities: 


NOTES: Appears as a Tawny Eagle with a 30’ 
wingspan. 

Attributes: 

Bearing 9, Nimble 11 (+2), Perception 12 (+3), 
Strength 12 ( + 1), Vitality 16 ( + 1), Wits 11 (+3) 
Reactions: 

Stamina +4, Swiftness +3, 

Willpower +9, Wisdom +4 
Defense: 13 
Movement Rate: 18 
Skills: 

Armed Combat: Natural Weapons (Beak, Talons 
+9), Languages Numerous, Eagle Lore +7, Observe 
(Spot) +12, Intimidate (Fear) +6, Survival 
(Mountains) +6 

Edges: 

Night-eyed 2, Indomitable, Hardy 

Flaws: 

Hatred (goblins, dragons) 

Special Abilities: 


Flight (12 yards), Natural Weapons (talons 
ld8), (beak, ld8), Mount, Gift of Manwe 
(magical resistance), Great Dive, Valor, 

Sweep & Drop, Speech, Buffet of Air, 

Great Lore 

SIZE: Huge (8 Wound levels, 3 Healthy) 

Health: 18 

TN Equivalent: 18 u 

Beleram 

Publication: Lord of the Ring; ' v 

War in the North (computer Ayj v G’V v 2 

\ / A/ aVC+ 

game) ty/jiv 

HOME: Forodwaith 

Additional Powers 
Buffet of Air 

Great Eagles can stir the 
air within a range of 30', 

creating the equivalent of a nor'easter gale (treat as 
+4 Airbolt attack). 







Flight (12 yards), Natural Weapons (talons ld8), 
(beak, ld8), Mount, Gift of Manwe (magical 
resistance), Great Dive, Valor, Sweep & Drop, 
Speech, Buffet of Air, Great Lore 
SIZE: Large (6 Wound levels, 2 Healthy) 

Health: 18 
TN Equivalent: 18 

WlLYADOR 

PUBLICATION: Lord of the Rings Card Game: A 
Journey to Rhosgobel 
HOME: Mirkwood 

Additional Powers: 

Wilyador has no additional powers. 

Notes: Appears as a Golden Eagle with a wing span 
of 28’ wide. 

Attributes: 

Bearing 9, Nimble 11 (+2), Perception 12 (+3), 
Strength 10 ( + 1), Vitality 14 ( + 1), Wits 10 (+2) 

Reactions: 


Great Lore 

Beleram has obtained great knowledge through the 
hundreds of years of existence. He is able to provide 
any tidbit lore as if he was an expert in the area 
(treat as +2 to all lore). 


Stamina +4, Swiftness +3, 
Willpower +8, Wisdom +3 
Defense: 13 
Movement Rate: 18 
Skills: 
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Armed Combat: Natural Weapons (Beak, Talons 
+9), Languages Numerous, Eagle Lore +6, Observe 
(Spot) + 12, Intimidate (Fear) +4, Survival 
(Mountains) +6 

Edges: 

Night-eyed 2, Indomitable, Hardy 

Flaws: 

Hatred (goblins, dragons) 


Special Abilities: 

Flight (12 yards), Natural Weapons (talons ld6), 
(beak, ld6), Mount, Gift of Manwe (magical 
resistance), Great Dive, Valor, Sweep & Drop, 
Speech 

SIZE: Large (6 Wound levels, 2 Healthy) 

Health: 15 
TN Equivalent: 15 
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New Items and Equipment 

The Hunter’s Ring 

Micah A. Walles (Razor77) 


History 

During the time when Sauron was deceiving the elves and teaching them how to craft rings of power, one of 
the smiths that flocked to him devised a way to gain glory in the eyes of his lord. He used what he had learned 
to improve upon his skills as a hunter. While he was he was already a fair hunter, he wished become the most 
renowned. To that end he imbued his ring with all he could to improve upon his prowess. 


Upon completion of his ring, even he marveled at how it magnified his natural ability. Soon he traveled back 
to his homeland of Greenwood, and began to hunt any and all creatures that he saw fit. Finding that none of 
the specimens in the forest offered any challenge to him, he and a small party traveled toward the Sea of Rhun. 
They found many creatures as they traveled, but none where deemed sufficient challenge for this smith and 
hunter to partake in the hunt. Finally they came upon the territory of the Kine of Araw, the white oxen. 

With such massive bodies and sharp horns, they were deemed worth of a hunt. 

Assured of his own skills, and headless of any danger, the smith silently left his party seeking to solely enjoy the 
glory of the first kill. It was some time before the rest of his party realized that he was gone, and longer still 
before they where able to find him. The sight that greeted them was most sorrowful. While he had indeed 
killed the first oxen, it had cost him his life. They found him lying on the ground, having been gored by one of 
the oxen’s horns. His prey and his predator lay dead a few feet away, having succumbed to its wounds. 


The remains of the party bore away the hunter smith to Greenwood. The ring that was given to the elf that 
lead the remains of the part back to Greenwood. He revered it, but never wore it. 

As the years passed, the elf entrusted with the Hunter’s Ring became a captain of Greenwood. When the elves 
declared war on Sauron, he took his own consul and determined to wield the ring as a weapon against the 
enemies of the elves. Instead of hunting beasts of the forest, he hunted ores and goblins. Soon the challenge 
of his hunts grew less, and while he was still happy to relive Sauron of some of his servants, the captain sought 
out greater challenges and greater foes. 


Once the ores became aware that a single captain had caused the deaths of so many of their ranks, a plan was 
devised. Assured of his abilities, and heedless of danger, the trap was sprung before the captain was aware he 
had walked into it. Neither the captain nor the ring ever returned to Greenwood. 


Mechanics 

Wearing this ring grants the bearer +4 to Stealth (Coda and The One Ring); anyone trying to find or follow 
their tracks suffer a penalty of A to Track (Coda) or a A to Hunting (The One Ring). As the bearer wears the 
ring more often and for longer periods of time, the Narrator/Loremaster should impose penalties on their 
Stealth tests. This penalty can grow from 0 when they first receive the ring to greater than the bonus that they 
are given from the ring. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game 
information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

RPG Tools For Decipher’s Coda Games 

httn:// 2 rouns. vahoo.com/groun/rD 2 tools/ 

The One Ring RPG 

httn://www.cubicle7.co.uk/our- 2 ames/the-one-rin 2 / 

The Steward And The King 

http://www.stewardandking.net 

Encyclopedia Of Arda 

http://www. 2 lvphweb.com/arda/ 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Fan Modules For Middle-Earth 

httD://2rouDs.vahoo.com/2rouD/fan-modules 

Trek-Rpg.net 

http://f 0 mm.trek-rp 2 .net/index.php 

Chronicles Of The North 

http://rpg.avioc.org/ 

Coda Webzine Repository 

httn://2rouDs.vahoo.com/2roun/coda webzine 

MERP.com 

http://www.merp.com 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.the 0 nerin 2 .com/ 

The One Ring.Net 

http://www.theonering.net 

Lord of the Ring RPG Archive 

http://www.wix.com/skinnerman02/lord-of-the-rpe- 


archive 


Calling All Gamers! 

Interested in submitting... 


• A mini or side adventure? • Racial / Order packages? • Weapons / equipment / magical items? 

• New creatures, or fell beasts? • NPC's? • Fan Art? 

•New Orders or Elite Orders? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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